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(54) Abstract Title 

"Fruit" machine with novice and expert modes 

(57) An AWP gaming machine incorporates a variety of available play features of varying complexity. A 
selection mechanism 1,3,5 enables the user to preselect a combination of the play features to suit a desired 
level of sicifl (novice, medium or expert) required for playing a game on the machine. In Rg 3 (not shown) the 
preselected novice, medium and expert combinations are replaced by a button/touchpad array 10 which 
allows all play features to be individually adjusted. 
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At least one drawing onginally filed was informal and the print reproduced here is taken from a later filed formal copy. 



. . . • . ^ ^1^^ iQ^gy, |^3f, filing date but within the period prescribed by Rule 25( 1 ) of the Patents Rules 1995. 
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"Skill Game" 

One type of gaming machine is referred to as an 
amusement-with-prizes machine, particularly known as a 
fruit machine. Machines of this type have a number of 
reels or drums, or equivalents such as endless bands 
Hereinafter referred to generally as "reels", which are 
spun and then stop in a variable manner to reveal a 
combination of symbols in display windows. Certain 
combinations result in prizes, usually monetary, being 
awarded. Such machines will be. referred to generally as 
AWP machines . 

Machines can be sited/operated in many types of 
location and the location can influence /determine the 
people who will be available to play the machine. 
Therefore, it has become accepted practice to develop 
different types of games to suit different locations and 
players. For example, machines for bingo halls tend to 
have simple games, with most win/lose outcomes determined 
by the spin of the reels or sinqole features such as hold 
and/or nudge. At the other extreme, amusement arcades will 
usually have machines with "hidden features" and/or board 
game implementations, for example. Monopoly (Registered 
Trademark) . Experienced or knowledgeable players believe 
that they can utilise these features to obtain a better 
"win" from machines than average players. 

It is an object of this invention to provide a gaming 
machine which allows for the ability level of the user. 
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According to the present invention there is provided 
an AWP gaming machine incorporating a variety of availcdsle 
play features of varying complexity and a selection 
mechanism enabling the user to preselect a combination of 
said play features to suit a desired level of skill 
required for playing a game on the machine. 

Thus, when using such a machine the operator will 
first be able to select a level of skill that he believes 
is best suited to his abilities. Obviously the machine 
will be programmed such that operators using a higher skill 
level have the opportunity of obtaining greater rewards. 

In one form of the machine the user may be presented 
with a predetermined choice of particular combinations of 
said play features from which to make a selection. 

In an alternative arrangement the user may be 
presented with a choice of level of availability of 
individual play features from which to make a selection. 
In such a machine the level of availability of each play 
feature may be illustrated on a scale and a selection 
mechanism is provided to encOsle a particular level to be 
chosen by the user. 

The invention may be performed in various ways and 
preferred examples thereof will now be described, with 
reference to the accompanying diagrammatic drawings, in 
which : 

Figure 1 is an illustration of features on the panel 
of one form of gaming machine of this invention; and 
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Figures 2 and 3 are similar views illustrating 
alternative versions of gaming machines of this invention. 

The idea behind this concept is to allow the player to 
tailor the type of machine that he wants to play. In the 
example of Figure l, by pressing the button 1 called "Reel 
game - novice" the machine will operate such that all wins 
will be from the stopping position of the reels 2, with or 
without the influence of hold and/or nudge features. By 
selecting the button 3 for "Medium game - average" the 
machine will offer wins from the reels and also trail type 
features (for example, the nvunerical trail 4), usually 
associated with "high-low" gambles etc. The button 5 for 
"Full game - expert" would bring into play the options to 
swap between trails, nudges and award features 6, based on 
"knowledge" of the relative values of the awards and their 
positions on the matrix. The selection process may be 
available to the player at the start of each game or 
selectively enabled, with or without the previous selection 
being carried over. 

A variation on the theme is shown in Figure 2. In 
this instcuice, upon pressing the button 7 for "Reel game - 
novice" the machine will cause standard operation as above, 
but by selecting the button 8 for "Full game - expert" the 
player would have the ability to "fine tune" how he wants 
the machine to play, by altering the ratio of "cash" to 
"features" to "nudges". In this example, the bar graphs 9 
represent the relative levels of each constituent, with 
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buttons or touch sensitive areas being used to adjust the 
values. Again, availability would be as above. 

A third variation, shown in Figure 3, offers the 
player the option to "fine tune" the machine behaviour by 
adjusting the complete array of machine performance 
variables. As shown these are displayed in bar-graph form 
10 with button/touch pad adjustment. 

It will be appreciated that the symbols and decorative 
features shown in the drawings can be modified as desired 
and that the concepts described can be extended to other 
implementations or layouts and could also be created using 
video technology. 
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CLAIMS 

1. An AWP gaming machine incorporating a variety of 
available play features of varying complexity and a 
selection mechanism enabling the user to preselect a 
combination of said play features to suit a desired level 
of skill required for playing a game on the machine. 

2. A gaming machine according to claim 1, wherein a user 
is presented with a predetermined choice of particular 
combinations of said play features from which to make a 
selection. 

3. A gaming machine according to claim 1 or Claim 2, 
wherein a user is presented with a choice of level of 
availability of individual play features from which to make 
a selection • 

4. A gaming machine according to claim 3, wherein the 
level of availability of each play feature is illustrated 
on a scale and a selection mechanism is provided to enable 
a particular scale level to be chosen by the user. 

5. An AWP gaming machine substantially as herein 
described with reference to the accompanying drawings. 

6. Any novel combination of features of an AWP gaming 
machine as described herein and/or as illustrated in the 
accompanying drawings* 
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